FOREWORD

In the very early days of Velan Studios, everyone who worked at the 
studio piled into a conference room to figure out what we should work on.

We only had about a dozen employees back then, but we 
brainstormed for hours to generate a list of ideas that we 
thought would be fun concepts or mechanics to explore. One of 
the ideas that bubbled to the top was a game that focused on 
throwing and catching. That meeting was the initial spark that led 
to the creation of Knockout City.

For me, Knockout City has always been about fun and frivolity. 
The basic experience of throwing and catching is fundamental 
to all of us. Whether we learned it in the streets of our 
neighborhood, on the playgrounds of our school, or in the park 
with our parents, throwing and catching is universal, and yet it 
had rarely been explored fully in a video game before.

We spent months of prototyping work focused on building the 
core moments of throwing and catching until it was intensely 
fun. We didn't have any other mechanics or systems to support 
the game back then, but that essence of playing catch needed to 
feel *amazing.* After that, we built the technology to deliver this 
universal fun over the internet, overcoming all of the challenging 
problems that come with navigating multiple physics objects 
across multiple networked instances of competitive players.

After *that*, we constructed the playful world of Knockout City 
that gave us a singular setting for this universal experience: 
a bright and inviting world for all types of players, one that 
would enhance the humor and joy we had found in those early 
prototyping days. This was a place where competition could 
coexist with-and even be enhanced by-a little bit of silliness 
to create an experience of play like no other.

The process of creating Knockout City was also the process of 
building our studio. We've gone from that small team throwing 
out game ideas across a single table to a community of almost 
150 developers mixing curiosity, passion, and artistry into their 
daily work. The names on the pages of this book are some of 
the many people who joined our team to build this world, and 
at the same time build the culture of our studio. What you find 
across these pages is the amazing artwork and output of dozens 
of incredible game developers-images that inspire laughter, 
inclusion, curiosity, energy, intensity, connection, and joy.

David Nathanielsz
Chief Operating Officer
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